Quote: "Your naïve and weak minds shall be a tool to my cause, and it shall be your undoing. All of you... have ALREADY LOST, and there is NOTHING, that can STOP US!!!! *maniacle laughter*" - Deceiver, while revealing his true form to his victims, in addition to successfully scaring them into submission.

Creation: April 2nd, 2023

Debut: TBD

Type: Transcendent Mutant Demon (Transcendent Imitator)

Alignment: Chaotic Evil

Personality: Malevolent, Manipulative, Deranged, Deceptive, Sadistic

Powers and Abilities (List):

NOTE: Powers with an asterisk beside them are applicant abilities that possibly come with the said power, while the ones with double to trio (and over) asterisks are pretty much the same thing.

Absolute Condition

*Absolute Senses

*Absolute Stamina

Demonic Force Manipulation

*Angel Slayer

*Demonic Presence

**Demonic Aura

***Effect Field Projection

**Diabolic Darkness Generation

*Diabolic Darkness Manipulation

**Darkness Adaptation

***Night Vision

***Shadow Camouflage

***Shadow Stealth

****Shadow Swimming

***Spatial Perception

****Angle Perception

*****Geometry Mastery

****Conscious Spatial Awareness

****Distance Sense

**Diabolic Darkness Ball Projection

***Concussive Force

**Diabolic Darkness Beam Emission

***Soul Destruction

****Resurrection Negation

***Soul Mutilation

**Diabolic Darkness Blast

***Concussive Force

**Diabolic Darkness Bolt Projection

***Impale

***Soul Mutilation

**Diabolic Darkness Bullet Projection

***Impale

***Soul Mutilation

**Diabolic Darkness Cutting

***Diabolic Darkness Slash

***Soul Mutilation

**Diabolic Darkness Infusion

**Diabolic Darkness Pillar Projection

***Concussive Force

**Diabolic Darkness Spike Projection

***Diabolic Darkness Spike Protrusion

***Impale

***Soul Mutilation

**Diabolic Darkness Wave Emission

**Diabolic Darkness Weaponry

***Umbrakinetic Blade Construction

****Impale

****Soul Mutilation

***Umbrakinetic Polearm Construction

****Impale

****Soul Mutilation

**Omnidirectional Diabolic Darkness Waves

**Shadow Absorption

**Shadow Erasure

**Shadow Generation

**Umbrakinetic Immunity

*Vast Demonic Powers

Forbidden Knowledge

Levitation

*Air Dashing

*Inaudibility

*Deafness Inducement

*Fearful Scream

Limited Conversion Pathogen

Meta Fear Inducement

*Insanity Inducement

**Mental Breakdown

**Consciousness Shattering

**Suicide Inducement

**Torment Inducement

*Anxiety Inducement

*Discouragement

*Domination

**Overwhelming Influence

*Fear Augmentation

*Intimidation Visualization

**Mental Projection

*Menacing Presence

*Will Breaking

*Yielding Inducement

Personal Voice

Phobia-Initiated Ability Manifestation

*Fear Manifestation

Psychological Combat

*Body Language Analysis

*Humor Intuition

**Sarcasm Intuition

*Logic Intuition

*Mental Pressure

**Capability Suppression

**Confusion Inducement

**Doubt Inducement

**Mental Inducement

*Enhanced Socialness

Semi-Immortality

Shapeshifting

*Adaptive Appearance

*Biomorphing

**Angel Morphing

**Animal Morphing

***Animal Senses

**Demon Morphing

**Doppelgänger Morphing

***Perfect Doppelgänger

**Human Morphing

**Plant Morphing

*Camouflage

*Personal Eye Color

**Glowing Eyes

*Malleable Anatomy

*Matter State Shift

*Multiple Forms

**Base Form

**Nemesis Form

*Partial Transformation

**Elastic Jaws

**Limb Expansion

**Limb Extension

**Mouth Manifestation

***Sharp Teeth

****Powerful Bite

***Tendril Generation

**Prehensile Tongue

**Sharp Teeth

*Personal Wardrobe

Superhuman Condition

*Superhuman Agility

**Superhuman Balance

***Edge Walking

***Hyper Perching

***Hyper Pole Walking

***Rope Sliding

***Rail Walking

**Superhuman Leap

*Superhuman Durability (Type 2)

**Pressure Resistance

**Thermal Resistance

***Cold Resistance

***Heat Resistance

***Vacuum Adaptation

*Superhuman Reflexes

**Aim Dodging

***Sliding Dash

**Attack Prediction

***Danger Detection

*Superhuman Speed (Type 2)

**Accelerated Rotation

**Accelerated Sequence

**Accelerated Tasking

**Afterimage Creation

***Decoy Creation

**G-Force Adaptation

*Superhuman Strength (Type 3)

**Crushing

***Damage Inducement

**Hard Falling

***Ground Pounding

****Earthquake Generation

**Power Elbow

**Power Finger

**Power Fists

**Power Headbutt

**Power Legs

**Pulverization

**Shockwave Generation

***Shockwave Clap

***Shockwave Flick

***Shockwave Stomp

**Superhuman Lifting

**Superhuman Throwing

Reality Warping

*Creation

**Dream Creation

**Remote Materialization

*Destruction

**Biological Explosion

**Destabilization

**Disintegration

*Dimensional Manipulation

**Dimension Creation

**Dimension Shifting

**Dimensional Awareness

***Dimensional Vision

**Dimensional Constructs

**Dimensional Distortion

**Dimensional Movement

**Dimensional Phenomenon Inducement

**Dimensional Rift

***Space-Time Rift

**Dimensional Storage

**Dimensional Warping

***Dimensional Border Manipulation

****Interspatial Manipulation

*****Interspace Manipulation

**Dimensional Weaponry

***Dimensional Artillery

*Fundamental Forces Manipulation

**Subatomic Manipulation

***Atomic Manipulation

**Electromagnetism Manipulation

***EM Spectrum Manipulation

****Cosmic Energy Manipulation

****Quantum Energy Manipulation

***Matter Manipulation

***Plasma Manipulation

***Quantum Manipulation

**Gravity Manipulation

***Gravitational Energy Manipulation

***Space-Time Manipulation

***Weight Manipulation

**Physics Manipulation

***Rule Bending

*Elemental Manipulation

*Reality Alteration Negation

*Reality Clarification

*Reality Constructs

*Reality Healing

*Reality Inducement

*Reality Interaction

*Reality Restoration

Technology Manipulation

*Activation & Deactivation

*Cyberlingualism

*Data Manipulation

**Codification

**Computer Interaction

**Data Absorption

**Data Conversion

**Data Erasure

**Data Generation

**Decodification

**Digital Detection

**Digital Energy Manipulation

**Digital Negation

**Digital Vision

**Hacking Intuition

**Malware Manipulation

***Malware Generation

*Technological Possession

*Technological Psionics

**Technological Telekinesis

**Technological Telepathy

**Technological Teleportation

*Technology Negation

**Error Inducement

**Technology Stopping

Teleportation

Weakness Immunity

Occupation: Anti-Christ, Manipulator, Omnicidal Maniac, Psychopath, Emotional Parasite

Subordinates: Trespasser, Imitators

Enemies: Angels, Fallen Angels, Ascended Demons, Demons


Deceiver, also known as the False-Shepherd, is a RED Medic TF2 Freak created by the YouTube user ToxicHolyGrenade.

His theme is Earthshifter - Come Evil. (https://www.youtube.com/watch?v=2RLYRNCYCTw)

His battle theme is The Enigma TNG - Walking Λcross †he Wa†ers. (https://www.youtube.com/watch?v=QoJ6c9TFfys)


APPEARANCE

Deceiver dons the RED German Shepherd, which consists of a brown beard, a golden halo, and a hoodless shepherd's robe. Once he enters his true form, his eyes change to black in terms of the sclerae, and his pupils and irises are pure white.

Also, whilst in his true form, all of his clothing becomes extremely black, his beard and halo become blood red, and he sports a permanent, psychotic, menacing grin on his face. 


ORIGIN

In the modern age of Hell as an afterlife plane, the legions of Demons and Fallen Angels had progressively improved means of technological machinery and warfare to overthrow the forces of Heaven to The Devil's favour, especially when it came to Nightmare Medic himself. Alongside the advancement of infernal technology, they went out of their way to construct a secret, underground science facility within Hell as a means to not only create newer means of technological warfare, but also bio-weaponry. As a means to rapidly and aggressively, ascend themselves as supernatural beings, they created a mutagenic, pathogenic agent for the sole purpose of creating super soldier Demons. The process was long and strenuous, but the difficulties had paid off. Some Demons, are heavily concerned with how dangerous the virus is once it comes to the task of destroying the virus. Despite the success of the virus, some Demons, still firmly believe that the creation of the Dark Plague (abbreviated as DP) is a mistake. Unknowingly to the rest of them, there were two unknown and mysterious Demon scientists (a Spy and a Medic) who had decided to create much stronger strains of the Dark Plague in secret, known as INT-333, and Bestia-666. Upon completion, the Spy injected himself with the INT-333 strain of DP, while the Medic injected himself with the Bestia-666 strain.

After a few moments, both the Medic and Spy's skin begins to slowly blacken and liquify, and both of them vomited blood from their bodies. Both are in deep agony, as their bodies mutated in erratic and horrific ways. After the stages of mutation, their minds had been changed as well, causing them to become dangerously psychotic and deranged despite their intelligence also being increased. Then, there was an emergency lockdown that had been activated, indicating that there was a lab leak. Planning their moves, they broke out of their lab and began converting, devouring, and slaughtering all of the demonic scientists within the facility, especially the armored personnel that guards the facility.

Meanwhile, as Lucifer, Sentinel, Infierno, Behemoth, and Nightmare Medic had been informed of what was going on, they decided to go and investigate the underground laboratories. Upon their arrival, the laboratory was in a state of mayhem and destruction; pools of blood and dismembered limbs had been scattered throughout the facility, and there were no survivors in sight. As they went deeper and deeper into the gloomy areas of the underground facility, they finally encountered the Imitators, alongside the first two infectees, who are now called Deceiver and Trespasser. Lucifer and his underlings, are all gaping in terror of not just their appearances, but also the fearsome powers that they now wield. Terrified, Lucifer transported Nightmare Medic, Sentinel, Infierno, and Behemoth out of the facility into the outdoor areas, and The Devil made the opportunity to seal them within the building with his own reality-manipulating abilities, hoping they would never break out. Trespasser and Deceiver had sneered at their cowardice behind their backs, but upon trying to escape the facility and hunt them down, they eventually found out that they had been trapped. Angered, Trespasser and Deceiver began to train themselves to unlock their fullest potential and improvise on their warped minds, in addition to making a long-term plan to break out of the facility and infiltrate the mortal plane.

Deceiver and Figure 06, had trained themselves over a few years, until they unlocked more of their abilities that the Imitators themselves could potentially achieve. Once that has been accomplished, both of them started to engineer some gateways to have themselves and the Imitators, enter the mortal plane and terrorize the Earth. This time, the process took over six years to fully establish, and had proven successful in their favor. And this is the beginning, of their plans of invasion.


PERSONALITY AND BEHAVIOURS

A purely evil being through and through, Deceiver is a deceitful, cruel, and a very destructive psychopath, and sees despair, suffering, and destruction as a very beneficial way to cleanse corruption from all mortals, viewing them all as inferior and glaringly flawed abominations, and much to his very twisted nature, he views them all as evil and corrupt, when ironically, he is evil himself. Like the rest of his kin, Deceiver is self-racist against Demons, even though Imitators like him, are Demons themselves, viewing them as inferior and unworthy of life, and is willing to kill them at every given opportunity.

Manipulative, deceptive, cunning, and overwhelmingly intelligent, he tricks people into believing he is Jesus, as well as tricking others into doing his bidding in order to further his malignant goals of invasion. Under his watch, his armada of Imitators, had murdered numerous innocents, and caused many suicides across the Earth, with Trespasser kidnapping thousands of children so he could replace them with sleeper cell Imitators. Much to his name, while still posing as Jesus, Deceiver puts up a polite and kind-hearted facade as also a means to manipulate his victims. Upon dropping the same facade, he reveals his true nature to them, and then instantly reveals his true form in order to intimidate and psychologically break them with Metaphysical Awareness Disorder (abbreviated as MAD), or even straight up murder them himself in very grotesque and haunting ways.

He is also overwhelmingly voyeuristic and sadistic in causing harm to others, and especially when seeing his victims succumbing to Metaphysical Awareness Disorder, or even when they themselves are in a state of negative, emotional turmoil in terms of fear, betrayal, and sadness, to even when suffering extreme injuries that had been inflicted by Deceiver. He also tends to kill them slowly as opposed to quickly, further adding to his sadistic persona.

If he catches some sleeper cell Imitators that deviate themselves from what Deceiver expects of them, like forming genuine relationships with innocent people, Deceiver will become heavily enraged with them, to the point he will slaughter them for outliving their use. He is also extremely egotistical and arrogant, which puts him on a pedestal where he looks down on everyone else.


POWERS AND ABILITIES

As a Transcendent Imitator, he has a level of power that tramples the very prowess of what an Alpha Imitator can wield, in other words, being godly in scope. Deceiver boasts Superhuman Condition, which is the amalgamation of Superhuman Fitness and Superhuman Mind. The level of intelligence of Deceiver goes far beyond the Enhanced scale, trumping even his own kind in terms of high intelligence. His motor and thinking skills are immense, and are comparable to futuristic supercomputers. This can also prove to be a very dangerous asset whenever it comes to the heat of a particular battle, using it to exploit people's fears and inner emotional turmoil in order to mentally break them down, in addition to exploiting their weaknesses far more effectively than users of Enhanced Intelligence. In consequence, he can devise plans and strategies that are very complex and harder to counter. Deceiver is immensely tough enough to survive getting hit by moving objects moving at the speed of sound, resist heavy arms fire, sizable explosions to atomic bombs, and most other feats without getting severely injured. Deceiver is also incredibly fast, rivaling Trespasser in terms of speed. He can run up to hypersonic speeds to the point he can be incredibly hard to track with one's eyes, in addition to evading gunfire to the best of his ability. Additionally, Deceiver is immensely strong as well, being able to lift tens of millions to billions of pounds and perform any offensive action with the power yields of an atomic explosion, in addition to lifting huge skyscrapers and huge bridges. He has been also observed to perform devastating razor hands to rip a victim's/opponent's heart out and burst it with sheer force, tear off limbs without effort, and can kill weaker foes with just his sheer might alone.

However, his Superhuman Condition is nothing, compared to his Absolute Condition. By definition, Absolute Condition, at least in a similar vein to Superhuman Condition that was mentioned before, is the merging of Absolute Fitness and Absolute Mind. As a result, his mental and physical abilities are godly and infinite in scale, having unparalleled stamina, and senses. Deceiver's Absolute Senses transcend the boundaries of mortal comprehension, granting him an unfathomable connection to the world and the cosmos. His Absolute Vision pierces through the veils of reality, allowing him to gaze deep into the minds of his victims, extracting their darkest fears, desires, and secrets with unerring precision. His perception spans the entirety of existence, not limited to the physical realm but extending into the conceptual forces that shape reality. Through Absolute Smell, Deceiver navigates the fragrant tapestry of existence, tracking scents that traverse the boundaries of time and space. He discerns the lies and hidden truths that linger in the very air, and he hunts down those who cower in obscurity, regardless of the depth of their concealment. His Absolute Hearing resonates with the symphony of existence itself, capturing the echoes of past and future events, granting him insight into the intricacies of fate and consequence. With these limitless senses, Deceiver orchestrates a macabre symphony of suffering, using his unparalleled perception to seek out and ensnare his hapless victims, even when they believe themselves to be shrouded in impenetrable secrecy.

Deceiver wields the malevolent power of Demonic Force Manipulation with a mastery that befits his status as a harbinger of darkness and despair. This profane ability surges through his very essence, endowing him with unmatched strength and control over a profusion of diabolical talents. With this sinister power, he stands unyielding against both his fellow demons and the celestial forces that oppose him, a formidable adversary even among the ranks of TF2 Freaks. His malefic might extends to the very core of his being, allowing him to harness and direct demonic forces with malevolent precision.

When Deceiver unfurls his true form, a palpable aura of dread envelops his surroundings, plunging them into eerie darkness and amplifying his already terrifying presence. His victims find themselves ensnared in the nightmarish embrace of Demonic Presence, a malevolent influence that warps their minds, sows fear, and festers like a malignant contagion. The atmosphere distorts under his command, manifesting bizarre and sinister phenomena, from menacing weather patterns to unexplained disturbances in the very fabric of reality.

Yet, it is in Diabolic Darkness Manipulation that Deceiver's mastery truly shines. He conjures the mystical darkness of Hell itself, a void that annihilates all it touches with excruciating agony. His command over Unholy Darkness extends to devastating attacks, from searing beams and engulfing omnidirectional waves to piercing spikes and malevolent blasts that reduce all to naught but oblivion. With this power, he obscures his surroundings in a veil of profound darkness, an ominous shroud that not only blinds but also stokes the fires of fear and paranoia in his hapless victims and adversaries alike.

In the hands of Deceiver, Demonic Force Manipulation becomes an instrument of terror, a force of darkness and destruction that leaves no soul unscathed and no realm uncorrupted. His unholy mastery of these malevolent arts cements his position as a nightmarish force to be reckoned with, capable of plunging even the mightiest beings into the abyss of their deepest fears.

Deceiver's mastery of Levitation transcends the boundaries of the mundane, allowing him to defy gravity with an eerie grace. He effortlessly hovers and floats in the air, severed from the shackles of the earth below. This supernatural ability not only grants him a sinister advantage in terms of mobility but also enhances his already uncanny presence. Deceiver can harness this power to unleash a chilling spectacle, slowly and ominously drifting towards his victims and enemies, casting a malevolent shadow that deepens their dread. The unhurried descent of his levitating form instills a profound sense of helplessness, as if he were a harbinger of impending doom, ready to plunge his prey into the abyss of their worst nightmares.

Deceiver wields the harrowing power of the Limited Conversion Pathogen, a malevolent force that courses through his very being, ready to infect and manipulate other Demons. This insidious pathogen, known as the Dark Pathogen, is a nightmarish affliction that only affects pure-blooded Demons. When used, it serves as a formidable weapon not only to convert fellow Demons into Imitators but also to break their will and force them into submission. The Dark Pathogen's insidious nature twists the minds of its victims, driving them to the brink of madness and self-hatred, leading to acts of grotesque cannibalism among their own kind. Its power transcends the boundaries of physical and spiritual, bypassing all defenses to directly alter a Demon's very essence, warping them into Imitators with fervent self-racism against their fellow Demons. In the hands of Deceiver and his ilk, this dark and terrifying contagion becomes a potent tool for sowing discord and chaos among the Demons and their sub-races.

Deceiver's mastery of Meta Fear Inducement is a nightmarish capability that shrouds him in an aura of terror and dread. Regardless of their strength or ironclad will, Deceiver can instill extreme terror and panic in anyone who crosses his path. His ability transcends the boundaries of power, rendering even Deities and Angels, with the exception of a being of True Omnipotence, susceptible to his fear-inducing presence. This fear is so potent that it defies conventional defenses, bypassing Tranquil Fear, Apathy, Enhanced to Indomitable Will, Fear Immunity, and Fear Masking with ease.

In the arsenal of sub-powers that accompany this chilling ability, Deceiver possesses Insanity Inducement, capable of plunging his victims into the abyss of Metaphysical Awareness Disorder (MAD), where madness reigns supreme, ultimately driving them to the brink of self-destruction, a cruel fate sealed by Suicide Inducement. His Menacing Presence chills the hearts of all who stand before him, paralyzing them with a primal dread that gnaws at their sanity.

Moreover, as also a sub-power of Meta Fear Inducement, Deceiver wields the power of Will Breaking, a force that shatters the resolve of those who dare defy him, leaving them broken and subservient. As if these horrors were not enough, he employs Intimidation Visualization, conjuring illusions of unspeakable terror that seep into the minds of the unsuspecting, spreading misery and chaos, compelling them to commit acts of indirect murder and manslaughter. In the presence of Deceiver and his macabre powers, fear takes root and flourishes, a potent weapon to bend the world to his malevolent will.

Deceiver's mastery of Phobia-Initiated Ability Manifestation is a chilling testament to his power to exploit the deepest fears of his victims. With a malevolent focus on their most profound anxieties, he can manifest abilities that are intricately tied to those fears. This eerie power can take on various forms, ranging from purely aesthetic shifts that mirror the terrifying images that haunt his target's nightmares to the complete acquisition of the abilities and forms of the feared beings or objects themselves. Deceiver's mastery of this ability is a testament to his ability to manipulate and weaponize the very essence of fear, leaving his victims ensnared in a nightmarish web of their own terrors, with their own dread becoming the instrument of their torment. Deceiver, with sadistic precision, delves into the minds of former soldiers haunted by war-induced PTSD. He manifests nightmarish landscapes and visions, subjecting them to the horrors of battlefields, explosions, and the echoes of gunfire. These illusions are so vivid that the psychological toll on the victims is akin to reliving the traumas of war. For those paralyzed by Arachnophobia, Deceiver embraces the malevolence of their fear. He could possibly acquire the power to summon an endless swarm of Spiders for example, appearing suddenly and without warning. These eight-legged apparitions, crawling from every conceivable shadow, create an atmosphere of suffocating terror, exploiting the visceral fear of Arachnids. Against those afflicted with Radiophobia, Deceiver's cruelty knows no bounds. He harnesses the power of Radiation Manipulation, not only causing harm and Acute Radiation Syndrome, but also inducing an atmosphere of existential dread. The air becomes saturated with ominous, blue glows, and unseen radiation seeps into the surroundings, embodying the victim's deepest fears and capitalizing on their terror. Deceiver, with Phobia-Initiated Ability Manifestation, doesn't merely stop at inducing fear but intricately weaves the nightmares of his victims into the fabric of reality. Aesthetic shifts transform the environment into a living manifestation of their fears. Battlefields stretch infinitely, Spiders skitter in every corner, and the air itself pulses with ominous radiation. In a display of unparalleled malevolence, Deceiver can go beyond mere illusions. He fully acquires the abilities and forms of the feared beings or objects themselves. Soldiers haunted by the specter of war find themselves facing Deceiver as their former enemies. Arachnophobes could also witness the materialization of colossal Spiders as well. Deceiver revels in creating a nightmarish web of terrors, each strand meticulously tailored to exploit the unique fears of his victims. The psychological torment inflicted through Phobia-Initiated Ability Manifestation ensures that the dread becomes an instrument of their own torment, as their deepest fears are weaponized against them. The victims find themselves ensnared not only in the physical manifestations of their fears but also in a psychological prison where their own dread becomes a puppeteer's string. This insidious form of psychological warfare is a testament to Deceiver's mastery of fear manipulation and his sadistic delight in turning the innermost fears of his prey into instruments of their own demise.

Deceiver's mastery of Psychological Combat elevates him to the rank of a cerebral tormentor on the battlefield, and it can be said that Deceiver is a tad more proficient at it, to the extent he excels beyond other Imitators, as well as Trespasser. This insidious power merges the realms of psychology and combat, making him a manipulative and unpredictable adversary. He employs a devious array of tactics to unnerve his opponents, orchestrating the slow unraveling of their mental fortitude even as they engage in physical combat. Deceiver's subliminal hypnosis subtly influences his opponent's tactical thinking, sowing confusion and discord within their ranks, leaving them vulnerable to his sinister stratagems. While he possesses formidable physical abilities, Deceiver's true strength lies in his role as a psychological tormentor, using his cunning and mastery over the mind to shatter his enemies' resolve, ensuring that they succumb not only to his powers but to the darkness within their own thoughts.

Furthermore, much like the lower-echelon of Imitators, Deceiver possesses a dangerous power, simply known as Forbidden Knowledge. Serving as a primary source of delving victims into the deep end of insanity, this knowledge encompasses dark and forbidden information that was never meant for mortal beings to know about. With this sort of info ranging from being esoteric to eldritch in nature, grants him access to abilities and capabilities far beyond mortal comprehension. The dissemination of this knowledge is part and parcel to his specialty of torment, leading to the infliction of Metaphysical Awareness Disorder (MAD) upon his victims and enemies. The cursed information instills a profound sense of dread and despair, driving the afflicted individuals to the brink of insanity as they grapple the knowledge that defies the natural order, comparable to the Forbidden Fruit from the Tree of Knowledge. Much like Trespasser and the other Imitators below him in terms of hierarchy, Deceiver employs this power through whispered, garbled, and rapid speech that is, far more often than not, extremely difficult for others to decipher. This way of cryptic communication serves to forcibly implant the cursed information into the minds of various victims and opponents alike, plunging them into a nightmarish realm of comprehension, even beyond their wildest imaginations. Over time, the victims succumb to the insidious effects of Forbidden Knowledge, falling further into madness with each passing moment. The infliction of Metaphysical Awareness Disorder serves as an alternative, yet equally potent method of inducing fear and insanity in others. Victims experience a relentless onslaught of terrifying visions, delusions, and revelations that shatter their perception of reality. Many are driven to the brink of despair, ultimately choosing to end their own lives rather than continue to suffer under the weight of the cursed knowledge. Only a select few possess the strength of will to resist the allure of Forbidden Knowledge, either by actively seeking out its true nature or by summoning the inner resolve to reject its influence. Unfortunately, such individuals are a rare exception.

Deceiver, as a demonic being, has Semi-Immortality, also referred to as Absolute Longevity that renders him immune to the relentless march of time. While he remains a mortal being, he stands untouched by the ravages of aging, perpetually ensconced in the vitality of his physical prime. As the years pass, Deceiver remains eternally young, untouched by the wrinkles and infirmities that time inflicts upon others. This gift also bestows upon him a potent immunity to aging abilities, rendering him impervious to manipulations of time that would seek to accelerate or reverse the natural flow of his existence. Though Deceiver and his kin do not age, their limitless aging is a semblance of eternity that belies the treacherous nature of their demonic essence, as they remain vulnerable to the myriad dangers that haunt their infernal existence. In turn, thanks to this ability, he is willing to eternally make mortal kind suffer if he manages to succeed in his goals.

Deceiver wields the potent ability of Reality Warping, a power inherited from his lineage of Imitators. This reality-altering capability empowers him to manipulate the very fabric of existence itself, transcending the limits of conventional mortal actions. In the hands of Deceiver, Reality Warping becomes an instrument of nightmarish transformation, where he can contort the surrounding areas and environments into surreal landscapes of terror and madness, reshaping reality into forms that defy comprehension.

While Trespasser, as an Alpha Imitator, wields even greater mastery over this power, Deceiver, as a Transcendent Mutant Demon, harnesses its might to conjure a gruesome array of weapons, from swords and axes to scythes, sickles, and maces. He prefers the intimacy of close combat, where the grotesque forms of his bladed and blunt instruments can more intimately deliver the horrors he envisions. Through Reality Warping, Deceiver becomes an architect of nightmares, reshaping the world to his malevolent desires and fashioning weapons that are as deadly as they are nightmarishly creative.

Deceiver possesses the unnerving power of Technology Manipulation, a formidable ability that grants him control over a vast array of technological machinery. With a mere thought, he can shape and manipulate Robots, Cyborgs, Androids, and an assortment of mechanical devices and tools, bending them to his will. This power extends to a suite of sub-powers that further accentuate his dominion over technology. Technology Negation allows him to temporarily incapacitate machinery, a formidable weapon against the likes of Pencer's Mecha Army.

Deceiver's Cyberlingualism grants him an understanding of technology-based languages, from binary code to hexadecimal, facilitating his ability to interface with and manipulate complex systems. His mastery of Data Manipulation empowers him to breach security defenses, hack into machinery, and manipulate the AI of robots and androids, effectively turning them into his unwilling pawns. Glitching allows him to induce malfunctions in machines, creating chaos among mechanical adversaries.

With GPS Manipulation, Deceiver can manipulate GPS systems to deceive and misdirect individuals, leading them astray or even causing potentially fatal accidents. He can also redirect homing attacks, turning them against their original sender. The power of Technological Possession enables him to not only control mechanical beings but also inhabit them, further extending his reach.

Deceiver's unsettling Electronic-Media Jumping ability enables him to transcend into electronic feeds and broadcasts, allowing him to spread his influence across the digital realm. This power is a tool for psychological torment, persuasive speeches, and even deception as he shapeshifts to impersonate other broadcasters.

Yet, his control over technology reaches even further depths of malevolence. Deceiver can manipulate video feeds, altering footage, distorting text and audio, and projecting nightmarish imagery onto screens, be they on computers, smartphones, or television sets. In the digital realm, Deceiver reigns supreme, wielding technology as a weapon to spread fear and chaos.

Deceiver's mastery of Shapeshifting is a sinister and versatile power, born from the twisted DNA wrought by the Dark Plague. With this ability, he can seamlessly alter his form at will, whether in its entirety or through partial transformations. Shapeshifting serves as the linchpin of his arsenal, enabling him to replicate the appearances of others with uncanny precision, a technique known as Doppelgänger Morphing. This power becomes a potent tool for deception, infiltration, and sabotage, allowing him to don the masks of others with chilling accuracy.

Deceiver can also wield Partial Transformation to gruesome effect, stretching his jaws and limbs to unnatural lengths with Elastic Jaws and Limb Extension. His teeth can morph into needle-sharp points with Sharp Teeth, and his tongue can extend to prehensile lengths with Prehensile Tongue. For enhanced strength and damage potential, he can enlarge his limbs using Limb Expansion, and his hands can transform into giant claws, ready to eviscerate his victims and enemies with brutal precision. Another capability he has when using the Partial Transformation sub-power, is that he can wilfully split his stomach and cavity open into a massive maw with rows of sharp teeth, which can also extend several tendrils in order to horrifically pull them over into his manifested cavity maw in order to devour his opponents/victims, or to viciously bite their limbs off with sheer force.

In conjunction with his Shapeshifting abilities, Deceiver can replicate a person's memories to varying degrees of success, further solidifying his mastery over the art of mimicry and manipulation. This dark power grants him a formidable advantage on the battlefield and in the realms of psychological warfare, where his deceptive transformations can leave his foes ensnared in a web of dread and uncertainty.

Deceiver's Personal Voice is a chilling and deceptive power that complements his mastery of Shapeshifting. With Self-Voice Manipulation, he can seamlessly change his voice at will, further enhancing his ability to disguise and conceal his true identity. Deceiver can effortlessly adopt the voices of his victims or enemies, making him a master of vocal mimicry, and he can even manipulate the tonal qualities of his voice to reverberate in different eerie ways.

At his most malevolent, Deceiver employs this power to cruelly torment his victims by using their own voices against them, taunting them with a nightmarish mockery of their inner fears and insecurities. He can unleash a cacophony of voices, as if an entire legion were gathered on the other side of a door, sending shivers down the spine of anyone who dares to listen. This legion of voices ranges from normal conversations to deafening, furious rants and emotionally devastating manipulations that drive his victims to the brink of insanity, a fate sealed by the dread-inducing Metaphysical Awareness Disorder. Deceiver's Personal Voice is an instrument of psychological warfare, one that reinforces his reputation as a master of deception and terror.

Deceiver possesses the unnerving ability of a Superhuman Roar, a power that allows him to unleash a thunderous roar far beyond the natural limitations of his kind. When he raises his voice, the sheer intensity of his roar is palpable, capable of inducing terror in those who hear it. Deceiver's vocal onslaught is not limited to mere psychological warfare; his roar can shatter and crack sound-sensitive materials, sending shockwaves of destruction radiating outward. Those unfortunate enough to be in close proximity to his deafening cry may find their ears bleeding from the auditory assault. His shout reverberates across vast distances, echoing for miles around, leaving no corner of the battlefield safe from the harrowing force of his Superhuman Roar. In the midst of chaos and fear, Deceiver's roar serves as both a weapon of devastation and a chilling reminder of the horrors he can unleash.

Deceiver's True Form is a nightmarish visage that inspires dread and terror at a glance. In this grotesque transformation, his attire darkens to an ominous, pitch-black hue, and his once-benevolent beard and halo take on a sickly, blood-red color, serving as a stark contrast to the abyssal darkness that cloaks him. Perhaps the most unsettling aspect of his True Form is the maniacal, ear-to-ear grin that stretches unnaturally across his face. This menacing and unhinged expression is enough to send shivers down the spine of even the most resolute individuals, striking fear into their hearts. Deceiver's True Form is a manifestation of his malevolence and power, a physical embodiment of the horrors he is capable of inflicting upon the world.

Deceiver wields the unsettling power of Teleportation, a formidable ability that allows him to traverse space with an eerie and otherworldly ease. With this power, he can seamlessly disappear from one location and reappear in another, evading danger at will. Deceiver can employ Teleportation to shorten vast distances, moving effortlessly from his sinister domain into the mortal plane itself.

However, this power serves not only as a means of escape and convenience but also as a tool of torment. Deceiver can use Teleportation to trap his victims in nightmarish scenarios, subjecting them to brutal and inescapable fates. With each teleportation, he blurs the lines between reality and nightmare, leaving his prey ensnared in a web of terror from which there is no escape.

Deceiver possesses the formidable ability known as Weakness Immunity, which renders him impervious to the common weaknesses inherent to mainstream Demons. This unique power allows him to withstand and resist the limitations that afflict other Demons. Unlike his brethren, Deceiver is immune to the effects of angelic powers and sacred relics, making him an exceptionally challenging adversary for all Angels alike, who may find it exceedingly difficult to subdue him through their conventional means. This immunity serves as a testament to his transcendent nature, allowing him to defy the vulnerabilities that plague his kind and stand as a formidable force of malevolence.


FAULTS AND WEAKNESSES

Despite his formidable powers and malevolent nature, Deceiver possesses a glaring weakness in the form of overwhelming arrogance and egotism. His unwavering belief in his own superiority often leads him to underestimate his enemies, whether they be mortal, angelic, or even fellow demons. This overconfidence can blind him to potential threats and vulnerabilities, leaving him susceptible to unforeseen traps and strategies. Deceiver's penchant for underestimating his adversaries can lead to costly mistakes, and his egotistical nature can cloud his judgment, making him vulnerable when faced with opponents who possess clever tactics and unconventional abilities. While he revels in psychological torment and terror, his arrogance can be exploited by those who understand his weaknesses, potentially leading to his downfall.

Deceiver, despite his formidable powers and immunities, harbors a significant weakness in his aversion to both forms of australium found in the TF2 Freak World, which all Imitators inherit. Dark australium, with its black and shiny appearance, inflicts intense migraines upon Deceiver and his fellow Imitators, incapacitating them until the agony subsides. While dark australium renders the Dark Pathogen dormant, it doesn't activate it.

Normal australium, on the other hand, poses a far more dire threat. This pure metallic element, akin to gold, can weaken Deceiver substantially when faced with adversaries like CyborMedic and other TF2 Freaks who rely on australium. In the presence of normal australium, Deceiver experiences excruciating pain, and most of his powers will (sans Absolute Condition and Meta Fear Inducement), leaving him vulnerable to attack. This aversion to australium, both dark and normal, serves as a chink in his otherwise formidable armor, making him susceptible to opponents who wield this unique element.

Deceiver, like his fellow Alpha Imitator named Trespasser, possesses Superhuman Strength, Speed, Agility, Reflexes, and Durability. However, these physical capabilities have their limits and vulnerabilities. Despite his impressive agility and speed, Deceiver's abilities can be easily opposed and countered by those who possess Absolute Speed and/or Absolute Agility, leaving him vulnerable to more agile and faster opponents. Similarly, users of Absolute Attack to Totality Attack, can counter his agility and speed, making it exceptionally challenging for him to evade or defend against their devastating assaults.

While Deceiver's toughness is formidable, it does not render him invulnerable to powerful attacks, especially when it comes to adversaries that possess Absolute Strength. Such individuals can cause severe injuries and even kill him due to their infinite strength. Additionally, his durability is not absolute, making him susceptible to attacks from those who possess abilities like Durability Negation, which can nullify his toughness to make him more vulnerable to various attacks that he'll normally withstand.

Moreover, Deceiver has sensitive areas on his body, including the crotch, head, face, and eyes, which are more prone to serious injury and could stun him, leaving him vulnerable to further attacks. His Superhuman Speed, although impressive, may come with a learning curve, requiring time to control effectively. While users of Time Reduction may not slow him down significantly due to his powerful speed, those with Time Stopping abilities can gain a substantial advantage by attacking him during the frozen intervals. Users of Speed Cancellation can hinder him by nullifying his speed, while those of Speed Theft can absorb his speed and turn it against him.

Those of Gravity Manipulation may have limited effectiveness on Deceiver due to his immensely high speed, but users of Meta Gravity Manipulation can still affect him. Finally, opponents with Absolute Speed, granting them infinite speed, can easily outpace him. Despite his Superhuman Strength, those with Superhuman Durability may resist his strength to some extent, while users of Absolute Durability (also known as Physical Invulnerability, or just Invulnerability) remain impervious to physical harm. Overall, while Deceiver possesses impressive physical abilities, he is not without vulnerabilities, especially when confronted by those with absolute or specialized powers.

Despite Deceiver's formidable ability to induce extreme fear through Meta Fear Inducement and his expertise in psychological warfare, he is not immune to the effects of his own power. While he can terrify beings of great power, including those with Nigh-Omnipotence, a supreme being of True Omnipotence, will remain entirely unaffected by his fear-inducing abilities. Additionally, individuals who possess either Fathomless Mind, Omninescience (not to be confused with Omniscience), or Absolute Will are also immune to his fear-inducing tactics.

While there is no question that Phobia-Initiated Ability Manifestation is also a potent ability in its own right to weaponize fear, the obtained powers will instantly fade away, either after a battle has been fought, Deceiver being defeated, or through his aversion of australium.

Metaphysical Awareness Disorder (MAD), though it has a distressingly high suicide rate among its victims, does have a glimmer of hope for those with exceptional willpower. Some individuals with remarkable mental strength can resist the devastating effects of MAD and manage to snap out of their mind-broken state, even if they continue to harbor an intense fear of Deceiver, Trespasser, and the rest of the Imitators. While the odds are far from favorable, there exist instances where sheer willpower prevails over the nightmarish influence of MAD.

While Shapeshifting is an incredibly versatile ability, granting Deceiver the means for stealth, sabotage, and deceit, it has its limitations when compared to users of Omnifarious. Deceiver's shapeshifting capabilities are not boundless, and he possesses a finite number of forms he can assume. Those with Shapeshifting Awareness can easily discern his true form, even amidst his shapeshifting efforts. Furthermore, individuals with Shapeshifting Negation hold the power to nullify his altered forms at will, exposing his true identity and rendering his cover ineffective. Despite the utility of his shapeshifting abilities, Deceiver must contend with these vulnerabilities when faced with those who possess such awareness and negation powers.

While Deceiver's Electronic-Media Jumping to Teleportation, grants him incredible travel capabilities and the capacity to infiltrate electronic media, he faces challenges when dealing with more primitive forms of technology, which can prove difficult or even impossible for him to access due to their outdated nature, at least in terms of Electronic-Media Jumping as a power. Furthermore, users with Teleportation Negation hold the power to nullify both of these abilities, leaving him exposed to potential attacks during his teleportations or electronic media jumps. Additionally, Deceiver must exercise caution when dealing with those who possess Teleportation Prediction, as they have the ability to anticipate his next appearance. Such predictive powers can leave him vulnerable to surprise attacks, posing a significant risk to his overall safety and effectiveness.

Deceiver's proficiency in Technokinesis bestows him with substantial advantages when dealing with mechanical beings and electronic media. However, he faces limitations when encountering mechanical devices that are already broken and non-functional, as his Technokinesis abilities will prove to be hardly effective unless he takes the time to repair and restore these devices to a functional state. This weakness can hinder his progress and effectiveness, particularly when dealing with inoperable machinery or technology, requiring him to allocate additional time and effort to restore them before fully utilizing his powers.

Despite the potency of Deceiver's Superhuman Roar, there are individuals who possess specific abilities that render them immune to its effects. Users of Sound Immunity can withstand his powerful roar without succumbing to its terrifying influence, even if they still experience fear in his presence. Moreover, individuals equipped with Enhanced Regeneration abilities have a remarkable capacity to heal rapidly from injuries. This exceptional regeneration extends to their eardrums, allowing them to quickly recover from any damage inflicted by Deceiver's ear-piercing roar. Additionally, those who possess Absolute Regeneration are virtually impervious to the roar's effects, as their regenerative capabilities are so profound that they can restore even the most extensive injuries, including damage to the eardrums, in an instant. This resilience to his Superhuman Roar poses a significant challenge to Deceiver when confronting opponents with such regenerative powers.

Despite the immense power of Reality Warping, it is not without its flaws as well. To effectively utilize this ability, Deceiver must be situated within a reality or dimension. In scenarios where he finds himself in a destroyed reality or a dimension devoid of reality, his power becomes ineffectual. Additionally, individuals with Alpha Reality, Middle Reality, Omega Reality, or True Omnipotence, significantly surpass the capabilities of mainstream Reality Warping. When faced with opponents possessing these powers, Deceiver is easily defeated. A truly omnipotent being, more specifically a Trinitarian Deity, can outmatch him in all aspects, including Reality Warping. Deceiver lacks powers like Cosmic Creation or Completeness Manipulation, leaving him vulnerable to those with Nothingness Manipulation or Omni-Negation abilities. Users of Omnilock transcend the boundaries of existence, making his reality-warping powers useless. Those with Reality Alteration Negation can undo any changes made by Reality Warping, posing a threat to both Deceiver and other reality-altering users. Reality Anchoring and Conceptual Anchoring make individuals immune to reality-altering abilities, as do powers like Reality Separation and Reality Sundering, which can destabilize realities and render Deceiver's powers futile. Paradox Manipulation can cancel out Reality Warping when used against a practitioner of this ability, forcing Deceiver to avoid using Reality Warping against such opponents. These weaknesses make him cautious when confronting foes with these specific powers.

While Deceiver's Weakness Immunity does make him an incredibly tricky foe to take down when it all comes down to angelic subjects and powers, an Arkosios/Nephalem like Grinder, all have powers that combine both the aspects of the divine and the demonic, therefore bypassing his immunities.

Even though Deceiver and the Imitators possess formidable combat abilities, they lean more toward the role of psychological tormentors. Their inclination to psychologically abuse and torment their opponents can divert their attention away from other unforeseen threats on the battlefield. This preoccupation with psychological warfare leaves them vulnerable to various forms of assault, as their focus is often fixated on breaking down their enemies mentally rather than engaging in straightforward combat. This weakness highlights the potential risks of prioritizing psychological torment over other essential aspects of battle.


TRIVIA

The Imitators are inspired by the Alternates from The Mandela Catalogue series by Alex Kister. When it comes to Trespasser and Deceiver themselves, Trespasser is inspired by The Intruder, while Deceiver is based on the False Gabriel, both of whom are from the same series.

Unlike the False Shepherd from The Mandela Catalogue who happens to appear like Gabriel, Deceiver takes on the guise of Jesus Christ, which also gives parallels to the Anti-Christ from Christian doctrine.

By coincidence, Deceiver's True Form also somewhat resembles Äs Nodt from Bleach when he enters his Quincy Vollständig. Both have a Halo over their heads, have a menacing, unearthly presence, both have long hair, and both have powers that are tied to fear. However, very much unlike Äs Nodt, not only is Deceiver a Mutant Demon of godly status, his physical appearance when directly compared, has a psychotic slasher smile instead of a ghoulish facial appearance (to which Äs Nodt has missing lips), and has a beard. Furthermore, Äs Nodt's fear-based powers are not absolute in scale, while both Deceiver and his kin, does.

The Imitators are also inspired by another group of TF2 Freaks known as the Vagineers, which are a race of Cronenbergs/Mutants that are mainly based on the Engineers. Where the differences come into play, however, is that while the Vagineers all have heightened healing factors, the Imitators don't have increased regeneration. Instead, they rely on their toughness in order to take damage from blows that are otherwise fatal to normal people. While the Vagi virus can infect and mutate hosts to become part of the same kind the Vagineers are, the Dark Plague is, uniquely enough, not entirely contagious. It tends to only affect pure-blooded Demons, whether that would be Imps, Alpha Demons, Transcendent Demons, Succubi to Incubi, etc. Half-breeds like Cambions, Arkosios, to also animals and beings of non-demonic origin, cannot be affected by the Dark Plague. As another difference, the Imitators are extremely self-racist towards other Demons, therefore going out of their way to hunt them down and make attempts to convert them into their kind.

While the Vagineers are bloodthirsty and violent, the Imitators themselves, are far more intelligent and unhinged, having zero moral constraints, and have a mindset that is so warped and so defiled, that they are willing to cause as much despair and suffering as possible, especially in ways that are unspeakable and beyond reprehensible. In terms of parallels, what both the Imitators and Vagineers have in common, is that both are very cannibalistic. The Imitators tend to devour other Demons despite the Imitators being Demons as well. Both the Vagineers and Imitators are also Mutants, being heavily altered to the point they become monstrous, with varying degrees of body horror. Also, when it comes to Trespasser as an Alpha Imitator, and Deceiver himself being a Transcendent Imitator, both of those members have their cannibalism gone, but are still very hostile and belligerent towards other Demons.

Even though Deceiver is meant to be the Anti-Christ, the main difference here is that, instead of being related to Lucifer/The Devil, as well as being in allegiance to him, Deceiver and his armada, are downright hostile to both Demons and The Devil himself, seeking to usurp his position and take over Hell by force, and seek to terrorize the mortal realm in return. This creates an evil vs. evil scenario, even though Lucifer is the one who sets this Imitator crisis in motion.


WHAT YOU'LL NEED

1. In order to create him, both the Sub Material Tool, and the TF2 Hex: New Eye Textures! addons are required. For the Imitator eyes, the AI Black eyes should be used, and the phoenix_storms/black_chrome texture is required for Deceiver's body in his True Form state. phoenix_storms/red_chrome on the other hand, is used for The German Shepherd halo, which will be provided in a bit. The addons can be downloaded; here, and here. https://steamcommunity.com/sharedfiles/filedetails/?id=405793043&searchtext=Sub+Material+Tool & https://steamcommunity.com/sharedfiles/filedetails/?id=673711204&searchtext=TF2+Eyes

2. The German Sheperd cosmetic can be downloaded; here. https://steamcommunity.com/sharedfiles/filedetails/?id=1918170291&searchtext=German+Shepherd

3. In order to build him more efficiently using the duplicator tool, the duplications for him are here, and here. https://steamcommunity.com/sharedfiles/filedetails/?id=3039071881 & https://steamcommunity.com/sharedfiles/filedetails/?id=3039072278


DEVIATIONS

(IMPORTANT!: You are free to use him in your own deviations, as long as I give you permission to use him, and as long as you make sure you use him correctly. The same goes if I am willing to request someone else to use the character in question.)

Light of Deception (By Me) https://web.archive.org/web/20230503085825/https://www.deviantart.com/toxicholygrenade/art/The-Enigma-TNG-Light-of-Deception-960670178


VIDEOS

(IMPORTANT!: You are free to use him in either SFM/Garry's Mod animation videos, as long as I give you permission to use him, and as long as you make sure you use him correctly. The same goes if I am willing to request someone else to use the character in question.)